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ABSTRACT
Everyone taking part in work experience or joining the workforce for the first time experience some difficulties because they do not understand the social culture of the site and the individual relationships involved.  Those with an intellectual disability may experience even greater difficulties in the workplace. This may be attributable to an impaired ability to analyse the social situation and choose a behaviour that is appropriate to that setting (Goldsworthy, Barab et al. 2000).

“Lack of social competence often poses a major obstacle to successful employment and independent living for individuals with mental retardation (sic)”(Black and Langone 1997),

The study examines the factors that build an individual’s ability to learn the skills and insights necessary to maintain employment, and become “game to work”.  
In order to achieve this, three different types of relationship building need to be considered:

1. Bonding - establishing relationships with people who have similar roles. 

2. Bridging - establishing relationships with people who are in different roles or situations. 

3. Linking - establishing relationships with people in power. 

(Woolcock 1998)
Conclusions from a review of the literature suggest that traditional programs have concentrated on the development of an Aptitude to work through the teaching of Skills and Knowledge and that the development of appropriate workplace and the enhancement of awareness in the workplace may be of greater importance. The study suggests that there is a hierarchical development of these aspects of Workplace Social Capital (Aptitude, Ability and Achievement) that must be developed for those with an intellectual disability to become “game to work”.
It suggests that addressing these difficulties through contemporary scenario based computer games may help provide a less stressful and more successful transition into the social culture of the workplace through the promotion of Workplace Social Capital (Gutwin and Greenberg 1998).
The outcome for new workers with intellectual disabilities will be more stability and greater job satisfaction and a positive attitude to life long learning and improved relationships with their fellow workers and supervisors.
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